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DOCUMENT HISTORY

Version 2.0

Additions

e Armour repair kits

e \Volley Fire

e Seasoned/Virtuoso Skills
e Summary tables

e Gascall
e Surgery card system
Changes

e Skills costs changed

e Downtime skill progression changed

e Unarmed combat does Stun damage

e Armour now provides Body rather than Vitality
e Armour Body does not refresh without attention
e Tough purchases limited by build

Version 3.0

Additions

e Quickdraw Virtuoso Skill
e Cortexing Specialisation Skill
e Original Research Skill

C]—iangcs

e Ranged attacks now require 3-second warm-up

e Downtime system simplified

e Slow Learner flaw changed

e Two-handed Melee weapons now cause Double and not Knockback
e Removed Gang Heavy Virtuoso skill

e Removed Commission Merit

e Increased the damage of all ranged weapons by one level

e Merged Volley & Spray Fire into Covering and Suppressive Fire
e Simplified Covering and Suppressive Fire

e Automatic Weapons no longer provides Spray Fire

e Cortexer skilled limited by Schoolin’
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INTRODUCTION

This chapter presents some important safety rules for player conduct whilst
attending one of our events.

§afciy

K69 Concepts

e Players are trusted to be responsible for their own and each other’s safety.
e Ifin doubt, ask a ref.

Combat

Unarmecl

Care should be taken when using unarmed combat. If you are under the effects of
alcohol or tired to a point where you can no longer safely use unarmed combat then
you should have the common sense to refrain from doing so. Remember that LARP is
primarily a non-contact hobby and any unsafe or uncivil use of unarmed combat will
not be tolerated.

Melec

Any melee weapons must be of a ‘LARP-safe’ variety consisting of a core covered in
foam and latex. During combat be sure to pull your blows. Under no circumstances
must the weapons be used to stab, even if the weapon is designed to be safe to do
so. There may be LARP-safe weapons onsite that have been designed to look like
ordinary objects such as bar stools or shovels. Do not use something to hit another
player unless you know it to be designed to do so safely.

Frczjcctilc

All arrows and bolts must conform to the Mike Stringer/“Second Skin” standard and
bows must not exceed 30Ibs at 28 inches.

Tl’]rown

Thrown weapons must be larger than an eye socket, be of a safe foam and/or latex
construction and must not have a solid core or solid weighting.

Ranged

Ranged weapon props must be non-firing replicas, BB-guns or blank firing.

Guns must not have any batteries, ammunition, blanks or other such items installed
whilst on site. You must also refrain from carrying any of the aforementioned
paraphernalia upon your person whilst on site.



Due to recent concerns raised by players and crew we would ask that laser pointers
not be used.

Non-combat props

Any non-combat props such as tools, utensils and boxes must be of a sturdy
construction and possess no protruding sharp edges, the exception being knives for
cutting food which should only be carried on person whilst eating. Combat knives are
not allowed. Medical props such as syringes must not have needles attached and any
drug phys-reps must be of a substance that is safe to consume should any mix-ups
occur.

Any electrical or mechanical props need to be examined by the organisers before
being used. Pneumatic systems must be of a low pressure (not exceeding 50psi) and
be fitted with a dump valve in case of a fault. Electrical systems must be run from a
DC power supply unless cleared with the organisers beforehand. Mechanisms must
not have any exposed moving parts such as transmission systems that may cause
injury.

/> ﬁys~rcp5

Gcncral

The futuristic setting means that costume and props do not have to conform to a
specific historical period. Generally 19" or 20% century European, Chinese and
American styles work best, with Wild West fashion being of particular merit.

Popular culture references are to be avoided; an Iron Maiden t-shirt is a priceless
antique from ‘Earth-that-was’ and no-one in their right mind would risk wearing one
openly.

Similarly any refreshments should conform to the same standard, no Coke cans or
other well known brands are allowed in the IC areas. Of course, that doesn’t prevent
you simply removing the label from a bottle of Coke or gluing a new one over the
can. Discreet or lesser known labels are acceptable, such as those found on ale
bottles.

Combat

Melee and projectile weapons must be of a historic or modern day design; no high-
fantasy bone-swords or cyberpunk chain-swords.

Ranged weapons must be of a suitable replica quality. Toy guns are permitted if they
are of a sufficient quality and scale to avoid breaking the atmosphere of the game;
no water pistols or poor quality plastic toys.

Frochsional

Mechanics’ tools and medical kits should be of believable quality. Any actual tools
that don’t break the aforementioned safety guidelines such as spanners, bandages,



voltmeters and stethoscopes add immensely to the atmosphere and allow more
interesting roleplaying whilst using professional skills.

Miscellaneous

If you have any props of which you are unsure of the suitability with regards to phys-
rep or safety guidelines then please contact the organisers well before the event.



CHARACTER CREATION

This chapter explains how create a character for play in the Serenity LRP system;
players should submit new characters via our website.

C oncclot

The rules listed in this chapter help you describe your character in mechanical terms;
how effective they are in combat, how good they are at fixing machines and the like.
We recommend that players start with a brief summary of their character concept to
help them add depth to their character before they start to worry about the numbers
that represent them. This can be as brief as “Cocky Pilot”, “Genius Engineer” or
“Core-world Surgeon” - or something a little more involved, like “A Browncoat
veteran, disillusioned by the war and holding a grudge against the Alliance, buys a
rickety old ship and forges his own path in an ever-shrinking ‘Verse.” Once you have
that, the sections that follow will be a whole lot easier.

This is also a good time to start thinking about a name for your character; not
because you need to know it yet, but because it is by far the hardest part of
Character Creation, so you want to start thinking early...

Ori 1

Knowing where your character came from can tell you a whole lot about who they
are and where they’re going.

Homc F|anct

This is where your character was born and raised; some characters are proud of it,
some try to hide it and some have been moving around for so long they can’t even
remember, but everyone was born someone. Your character’s home planet
determines their Backgrounds, and those in turn affect the skills they have when
they enter play and the way they develop once in the game world.

Backgrounds also provide a guide for roleplaying your character in-game, similar to
character stats (like Strength, Intelligence & Charisma) in tabletop RPGs.

You must pick a home planet for your character; a list of suitable planets can be
found in the Serenity RPG or on the FireflyWiki'. If you want to create your own
planet, you must submit a narrative description with your character details.

Backgrounds

Backgrounds are split into three categories:

! http://www.fireflywiki.org/Firefly/CategoryPlanets



http://www.fireflywiki.org/Firefly/CategoryPlanets

Build

Your general physical fitness. Characters with high Build are strong, quick and made
of tougher stuff than their peers.

Sophistication

A character that is raised to understand the intricacies of etiquette and courtesy will
have high Sophistication. They know the right people and can say the right thing to
open doors —and are generally wealthier for it.

Schoolin’

Those with proper education and a curious mind will have high Schoolin’.
Technological and Medical skills generally require high Schoolin’.

A character’s starting levels in Build, Sophistication and Schoolin’ are dependent on
where they originated, broadly split into Core Worlds, Border Worlds and Frontier
Worlds:

Background Build Sophistication Schoolin'
Core 1 2 2
Border 2 1 2
Frontier 3 1 1

Skills (which you will pick later) have a prerequisite background level in order to
purchase, so if you do not possess a background at the required level it will be more
difficult to acquire the skill.

Merit

Everybody’s got a special talent, a little quirk that picks them out from the crowd;
this is their Merit.

Each player starts play with a merit which is selected from the list in the Merits
chapter. If you have an idea for a merit that you would like and that is not listed,
please contact the organisers beforehand to develop the idea. The advantages a
Merit provides may be lost or improved depending on a character’s actions within
the game.

[law

Nobody’s perfect and some people have more obvious imperfections than others,
but that’s not all bad as they often find ways to compensate for their shortcomings.

You may opt to take a flaw at start-up in order to gain additional points with which to
purchase skills. You may purchase a maximum of one flaw. A 1-point flaw provides
you with one additional skill point and a 2-point flaw provides you with two
additional skill points.




Flaws are listed in the Flaws chapter.

Skills

A Starting character may choose any number of skills to a total cost of no more than
8 points. This may be increased by taking a flaw.

The cost of taking a skill is determined by the base cost of the skill, plus any
prerequisite backgrounds or skills. If you do not possess the prerequisite
backgrounds the points cost is increased by 1 for every level of background that the
prerequisite is above your actual background. If a skill is listed as a prerequisite then
you must possess the prerequisite skill before you may purchase the skill.

E.g. Armour [Heavy] has a prerequisite of 3 Build and a cost of three points, a
character with 3 Build may purchase the skill for 3 points whilst a character with 1

Build must pay 5 points to purchase the skill.

Some skills will require equipment from the Equipment section or BLUE SUN CATALOGUE
to use in play.

Skills can be purchased only once, unless otherwise stated in the Skills chapter.

/"/ca/tﬁ

Al characters have two statistics that measure their current health for the purposes
of combat; Vitality & Body.

Vitality is a measure of how energetic or agile your character is; when you’re at full
Vitality, you’re well-rested and ready to go; when you hit 0 Vitality, you're weary and
out of breath. In combat, it is your ability to dodge, duck, dip, dive & dodge and it

allows you to ignore most damage — till you run out and slow down...

Body, conversely, indicates how many times your character can be hit in the face

with a 2 x 4, shot or otherwise beaten up before they fall over. When your Body is
more than 0, you may be battered and bruised but you’re otherwise good to go; drop
below 0 and you’re in danger of serious, or even fatal, injury.

All characters start with 4 Vitality and 3 Body; these values can be changed by
certain merits and flaws, the Tough skill and the use of armour. The details of how to

use these stats can be found in the section under Vitality, Body and Dying.




MERITS

This chapter contains a list of the standards Merits that are available to starting
characters and a description of the bonus conferred.

Merit Description

Assets You have a greater amount of money to spend on starting
equipment; 100 credits, to be exact.

Benefactor Someone has taken a liking to you; you may call on them for
aid when needed.

Book Smart +1 Schoolin’

Built like a Brick | +1 Build

Outhouse

Cortex Empathy

You may purchase the Cortexer skill multiple times. Please
see the chapter on Skills for details.

Cortex Spectre

There is no computer record of your existence; you are a
ghost who cannot be tracked.

High Falutin’

+1 Sophistication

Home Base

You own a bit of property on some planet that you can use to
store things, lay low or entertain guests.

Lightning Reflexes

+1 Vitality

Lore [type]

You have significant knowledge in a specific uncommon area
(e.g. Reaver Lore.) The organisers will provide you with a lore
sheet and may be consulted about additional details.

Mean Left Hook

You gain the ability to make the Strike unarmed combat call in
unarmed combat, even if you do not possess the Fist Fightin’
skill. If you gain the ability to make the Strike call through the
aforementioned skills it upgrades to Double Strike.

Mechanical
Empathy

The Mechanic skill costs 1 less point per purchase.

Strong as an Ox

You may use a rifle, shotgun or assault rifle in one hand;
usually they must be wielded in two.

Stun Resistance

You take less effect from Stun calls; when you are knocked
unconscious, you wake up after 5 minutes rather than 10.

10




Merit Description

Tenacious You take an additional minute to bleed a level when in
negative Body. So -1 to -2 would take you three minutes
rather than two and it takes you six minutes to bleed from -4
to -5 rather than five minutes.

Wealth This merit operates exactly the same as the Investment skill
with the exception that the money is your own and does not
need to be repaid. Details of how the Investment skill works
can be found in the Blue Sun Catalogue.

11




FLAWS

This chapter lists the Flaws that are available to starting characters along with a
description of the Flaw’s effect. Flaws are listed in order of value.

Flaw

Description

Ohne Point [Flaws

Glass Jaw

You fall unconscious for ten minutes whenever you are hit
with the Strike or Double Strike calls, even if the damage was
soaked on Vitality — note that this is not the same as being
knocked out by Stun damage.

Branded

You have a visible brand signifying you as a convicted
criminal, whether you were guilty or not. This brand must be
phys-repped and located in an obvious and hard to conceal
place, such as the face

Bleeder

You take one less minute to bleed down a level when in
negative Body. So -1 to -2 would take you one minute rather
than two and it takes you four minutes to bleed from -4 to -5
rather than five minutes.

Deadly Enemy

You’ve got on the wrong side of someone who’d like to see
you dead as a doornail.

Lightweight

You fall unconscious at -2 Body rather than -4.

Space Sickness

Space flight causes you significant discomfort which must be
roleplayed in appropriate situations.

Infamy

You are known to be trouble and will have a hard time getting
folks to trust you.

Permanent Injury

-1 Body

Slow Healing

You require twice as long (2 hours per point) to heal lost
Body.

Mistaken Identity

Could be you share the name of a wanted criminal, could be
your face is somehow familiar. Whatever the reason, folks are
always getting you confused with someone else.

Stun Vulnerability

You take increased effect from Stun weaponry. You spend
twenty minutes unconscious rather than ten.

12




Flaw

Description

Debt

You owe some folks a lot of money and they expect regular
payments else they’ll come to collect. This is equivalent to
having a level of the Investment skill, but you don’t get the
money.

T wo Foint I:!aws

Combat Paralysis

Your nerve is shot and you just can’t handle yourself under
fire. When in combat you may make no action other than to
run to cover until the fight is over. You cannot even act to
apply first aid to your friends.

Slow Learner

Something about the way you think means new ideas don’t
sink in too well.

You cannot benefit from the aid of a teacher whilst learning
skills in downtime.

Mute You cannot talk.
Clumsy Could be you're lame, could be that you're just plain clumsy.
Either way, tough luck kid. -1 Vitality.
\/ariablc (1 or2) Foint Flaws
Wanted Ref Discretion. Some level of government or law enforcement

wants to take you down and they aren’t going to stop chasing
you till they do.

13




SKILLS

A skill marked with an asterisk (*) may be purchased multiple times for cumulative

effects.

Note Membership skills are mutually exclusive; you cannot purchase more than one.

Ski” Costs

Skills are grouped by standard points cost and are listed with the skill name and any
prerequisite backgrounds or skills. If no prerequisite is listed the skill will always cost

the base points cost.

Skill

Prerequisites (if any)

/ero Foint Sklns

Computer Literate 2 Schoolin’
Fist Fightin’ 2 Build
Navigate 2 Schoolin’
Pistols
One Point 510”5
Bow 2 Build
Conceal
Escape Artist
Faith Member 2 Schoolin’

Investment*

Knowledge [type]*

Martial Arts

2 Build and 2 Sophistication

Melee [One-handed]

Open Lock

Thrown Weapons

Tough*

14




Skill

Prerequisites (if any)

T wo Foint Skills

Armour [Light]

2 Build

Cortexer

Computer Literate, 2 Schoolin’ and 2 Sophistication

Cortexing
Specialisation [role]*

Cortexer, Cortex Empathy

First Aid

Gang Member

Melee [Two-handed]

Melee [One-handed] and 2 Build

Original Research | Knowledge, 2 Schoolin’
[subject]*

Rifles/Shotguns

Swords 2 Sophistication

T hree Foint Skills

Armour [Heavy]

3 Build

Guild Member

2 Sophistication

Guild Member
[Companions]

3 Sophistication

Mechanic* 2 Schoolin’
Medicine First Aid and 2 Schoolin’
Pilot

Four Foint 510“5

Assault Weapons

Surgery

Medicine and 3 Schoolin’

Six Point Skills

Heavy Weapons

15




Skl” Dcscriptions

Armour [Heavg] ﬁp’cs

You may wear heavy armour such as carapace armour or heavy bullet-proof vests
which will provide you with +4 Body as described in the combat section under
Vitality, Body and Dying. To benefit from this skill you must wear an appropriate

phys-rep.

If you wear heavy armour without possessing this skill you will still gain additional
Body but will be at -2 Vitality.

Armour [Ligh’c] ZP’cs

You may wear light armour such as flak armour or high-impact weave which will
provide +2 Body in combat. To benefit from this skill you must wear an appropriate
phys-rep.

If you wear light armour without possessing this skill you will still gain additional
Body but will be at -1 Vitality.

Assault Wcapons ‘1~Pt5

You may use basic automatic weaponry in combat as described in the combat section
under Ranged Combat.

Bow | P’c

You may use a bow in combat as described in the combat section under Projectile
Combat.

Computer | iterate Opts

You can competently operate a computer and access information on the Cortex.

Conccal | Pt

You may conceal a small weapon (dagger or pistol) or other item about your person.
Physical searches of your person will not reveal the weapon or item.

During downtime you may conceal several small items or a single large item (e.g. a
crate) onboard the ship in which you travel. Searches of the ship will not reveal the
items.

16




Cor’cexer ZP’cs

You may re-program computer systems and programs and bypass simple computer
security systems. This is covered in more detail in the BLUE SUN TECHNICAL MIANUAL.

Characters with the Cortex Empathy merit may take the Cortexer skill multiple times
and this is capped at the character’s Schoolin’. Thus, a character with 2 Schoolin’
(and the Cortex Empathy merit) may take the Cortexer skill twice.

Cortexing SPecialisation [ro/c] ZPts

Choose a role: Diagnosis, Inflitration, Tampering or Clean-up.

You have reached a sufficient level of proficiency in Cortexing to begin specialising in
a particular area. The effects of each role is covered in detail in the BLUE SUN TECHNICAL
MANUAL.

Characters may take the Cortexing Specialisation skill as many times as they have
points in Schoolin’ & Sophistication. Thus, a character with 2 Schoolin’ and 2
Sophistication may take the Cortexing Specialisation skill four times. Additional
levels may have any role, regardless of the role(s) chosen previously.

Escape Artist Ipt

You are used to avoiding slavers, lawmen or just trouble in general. If bound by rope
or handcuffed you may escape the bonds. Roleplay struggling for 2 minutes then you
may remove the bonds and act normally.

Faitlﬁ Member ] P’c

You are a Shepherd or equivalent of your chosen faith (commonly Christianity or
Buddhism) possess the relevant identification papers, Holy Scriptures and can gain
access to their facilities. You may also receive instructions and information from your
faith during play or downtime.

In-character actions will influence your standing within your faith and may lead to
promotion or exclusion.

Note: As you will be roleplaying a member of a real-world religion you are expected
to be respectful to any beliefs that may not be your own and try not to cause out-of-
character offence. Any one being blatantly disrespectful will be escorted off site.

First Aid 2pts

You may stabilise a character that is on -1, -2 or -3 Body. To use this skill you must
apply an appropriate phys-rep to the character being stabilised, e.g. a bandage.

This is covered in more detail in the combat section under Vitality, Body and Dying.

17




First Aid is the only medical skill you may use on yourself.

[ist [Tightin’ Opts

You may make the Throw or Strike calls as described in the combat section under
Unarmed Combat.

C]ang Membcr ZPts

You are a member of a gang and can gain access to their facilities. You may also
receive contracts and information from your gang during play or downtime.

In-character actions will influence your standing within the gang and may lead to
promotion or exclusion.

Lawmen on various planets will be wary of your presence or attempt to ‘bring you in’
if you are not careful to whom you reveal your gang membership.

Cuild Member 6Pts

You are a member of a trade guild, possess the relevant identification papers and can
gain access to their facilities. You may also receive contracts and information from
your guild during play or downtime.

In-character actions will influence your standing within the guild and may lead to
promotion or exclusion.

Special: The Companions guild has a prerequisite of 3 Sophistication instead of the
usual 2 for Guild membership. A Companion will be provided with opportunities to
entertain clients where appropriate although we remind you that aside from the Fist
Fightin’ and Martial Arts skills this is a non-contact hobby.

Hcavg Wcapons 6Pts

You may use heavy automatic weapons, rocket launchers, sniper rifles, etc. in combat
as described in the combat section under Ranged Combat. These weapons are not
fully described in the combat section and possession of this skill does not guarantee
ownership of a heavy weapon or ammunition for it. You should contact  the
organisers in advance before you purchase this skill.

]nvestment | Pt

An investment is a credit agreement with an organisation or individual that the
character knows; the money is intended to be used on large scale items that will turn
a profit (such as a ship or medical bay) for the character to repay the investors over
time. Investment money cannot be used to purchase starting equipment, only
sizeable purchases that a character would not otherwise be able to acquire.

Each additional point of Investment purchased increases the size of the investment.

18




Multiple characters may combine their investments to produce a greater overall sum.

Knowlcdge [zyloc] i P’c

You have a professional knowledge in one area (e.g. Accounting, Literary Criticism.)
Unlike the Lore merit this is mainly a roleplaying skill and the player is responsible for
researching the information that their character would know.

Martial Arts i pt

You may use the special calls Grapple and Break three times a day each in unarmed
combat. In addition, you may make the call Disarm once per day as described in the
combat section under Unarmed Combat.

Mechanic* 6Pts

You may salvage usable components from wrecked vehicles, jury rig broken devices
to work and construct usable devices given the proper components. You may also
check if components you wish to purchase or have been given are operational or of
usable quality. You will be provided with 3 Mechanic cards.

Each additional purchase provides you with 2 additional cards.

Medicine 5P’cs

You may stabilise a character that is on -4 Body and aid characters in recovering lost
Body whilst in negatives. This is covered in more detail in the combat section under
Recovery.

With access to proper medical facilities, you may also treat characters that have
contracted diseases or other illnesses.

Appropriate medical phys-reps are required in order to use this skill.

Melee [One~hanclecl] i Pt

You may use a dagger, club, machete or other similar weapon in combat as described
in the combat section under Melee Combat.

Mclce [TwoJ—landed] ZPts

You may use a large spade, snooker cue, wood axe or other similar weapon in
combat as described in the combat section under Melee Combat. You may make the
call Double when using a two handed weapon.

19




Navigate Opts

You have knowledge of how long it takes to fly between planets and how to plot a
course to take advantage of gravitational wells and local circumstances.

OPcn Lock | P’c

You may bypass simple mechanical locks such as those found on doors, chests and
handcuffs and electronic locks as found on security doors and cases. Some locks will
be represented with combination padlocks, you will be provided with a lore sheet
containing possible combinations to open the lock.

Note: You may only open the locks on handcuffs you can see and access without
restriction, you may not open the locks on handcuffs attached to your own hands
unless one hand is free.

This skill requires a suitable lock-pick phys-rep in order to use.

Origina] Research [5u_b/'ect} 2pt

Rather than represent a specific skill, Original Research represents time spent by
your character engaged in some form of study, such as a PhD, and allows your
character to acquire exceptional knowledge in a very specific area of science or
academia.

You must have an appropriate Knowledge skill to support your Original Research.
This skill may not be taken at start-up.

Fi]ot 3 P’cs

You may fly a ship; a ship will only operate in downtime if it has a pilot onboard.
During game time you have the relevant knowledge on how to operate a ship and the
ability to operate a Mule or other transport vehicle on site.

Fisto]s Opts

You may use a pistol in combat as described in the combat section under Ranged
Combat.

thes/SI'\otguns ZPts

You may use basic non-automatic rifles and/or shotguns in combat as described in
the combat section under Ranged Combat.

SU rgery ‘%Pts

You may operate on a character to negate the effects of a Critical hit. This is

20




described in more detail in the combat section under Recovery and the OSsIrIS
MEDICAL JOURNAL.

Appropriate medical phys-reps are required in order to use this skill.

Swo rds ZPts

You may use an elegant and gentlemanly sword in duels as described in the combat
section under Melee Combat.

Thrown WcaPons | Pt

You may use throwing weapons and thrown grenades in combat as described in the
combat section under Projectile Combat.

Touglﬁ* ] P’c

You may purchase this skill as many times as you have points of Build and the effects
stack. You gain an additional point of Body, e.g. a standard character has 3 Body, a
character with Tough has 4, a character who has purchased Tough twice has 5.

21




EQUIPMENT

E_xchangc Rate
1 Credit (@) = 25 Dollars (S) = 2 Platinum (@)

Star'ting Moncy

Each player begins play with equipment up to a value dependent upon their
Sophistication. Any unspent money from this equipment allocation will be placed in
the characters bank account or given to them physically depending upon their origin
and background.

Sophistication | Starting Credits

1 @50
2 ¢100
3 ¢150

Core worlders will have Credits and Border/Frontier worlders will have Platinum or
Dollars.

A character with the Assets merit has an additional 100 Credits (2500 Dollars or 200
Platinum) with which to purchase starting equipment.

Starting cquipmcnt

The following is a list of items that may be purchased at start up. Some items listed
here have roleplayed IC effects (such as a first aid kit) and are of value, some have
actual effects (such as vision enhancement goggles) but are sufficiently rare IC to
have a cost despite their effects not having a rules mechanic, while other items listed
have either an IC mechanic or actual effect but are of negligible IC cost so are listed
simply to remind players they may possess these items. Interesting gadgets and
gizmo's are encouraged.

You will be able to purchase most items from local traders once play begins but the
prices will vary from world to world depending on the local supplies.

Name / Description Cost
Non~Com bat
Torch Negligible

22




Name / Description Cost
[lluminates a dark area.
Rope

Negligible
Allows you to tie things together.
Two-way Radio

Negligible
Allows you to communicate with other radios.
Vision-enhancement Goggles

¢10
Iltems such as night-vision goggles.
Bulletin Flexi
A flexible display screen that has pre-programmed or Negligible
independently updated data content. Used across the Allied
planets to deliver news bulletins and other information.
Interface Flexi
A flexible display screen that operates by touch input. Similar to a 30
present day laptop, it is capable of receiving and transmitting
data to the local cortex source and storing information. It cannot
write data to a physical storage media.
Handheld Computer
Similar to the Interface flexi in function, it resembles a present 50
day palm top. The Handheld has an edge over the flexi in that it
may write data to a physical storage medium such as a disc or
card.
Case Computer
Similar to the Handheld in function it resembles a present day
tower system. They are large and require an outside power @30
source in order to operate. The difficulty in finding a power
source and transporting these systems makes them unpopular
amongst those on the move.
Lock-picks
10

For use when attempting to pick a mechanical lock using the
Open Lock skill.
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Name / Description

Cost

System-bypass Tools

For use when attempting to pick an electronic lock using the
Open Lock skill.

¢40

Spacesuit

For use in deep space salvage missions during downtime. Those
who attempt to enter abandoned vessels without the protection
of a space suit do so at their own risk.

¢s0

Mechanic’s tools

For use with the Mechanic skill.

@50

Armour Repair Kit

For use with the Armour [Light], Armour [Heavy] and Mechanic
skills to repair lost armour.

¢20

Meclical

Immunisation Packet

Immunises against common disease and infection for six months.

s

First Aid Kit

For use when stabilising a bleeding character with the First Aid
skill.

¢20

Field Medical Kit

For use when stabilising a bleeding character using the Medicine
skill.

¢35

Doctor's Bag

For use when stabilising a bleeding character using the Medicine
skill and for providing continued care to heal a wounded
character with the Medicine skill.

@50

Surgeon's Tools

For use when operating on a character using the Surgery skill.

@50
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Name / Description Cost
Combat
Light Armour
30
For use with the Armour [Light] skill.
Heavy Armour
50
For use with the Armour [Heavy] skill.
Assault Clip
¢s

A clip of ammunition for an assault weapon.

Note: All heavy weapons come with a complimentary single load of ammunition.

Machine Gun

A heavy weapon for delivering vast quantities of lead towards €150
your enemies. Requires the Heavy Weapons skill.
Machine Gun Clip
€15
A clip of ammunition for a machine gun.
Rocket-propelled Grenade Launcher
y . . @200
A heavy weapon for delivering explosives over large distances at
high speeds. Requires the Heavy Weapons skill.
Rocket-propelled Grenade
¢20
A single rocket, for use with a launcher.
Sniper Rifle
. o : €200
A long-barrelled rifle for delivering bullets over great distances
with precision. Requires the Heavy Weapons skill.
Sniper Clip
10
A clip of ammunition for use with a sniper rifle.
Laser Pistol
¢150

A laser-pistol for vaporising your target. Requires the Pistols skill.

Note: It is illegal to own and operate a laser pistol without a
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Name / Description

Cost

license.
Battery Cell
€30
A battery cell for use in a laser pistol, sold with full charge.
Cell Charger
100

A charger for recharging empty battery cells for use in a laser
pistol. Requires an external power source.
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COMBAT

al 2 gdRt me the courage to change what | can

change, the serenity to accept what | cannot and

0KS FANBLERZSGSNI G2 YIS GKS RAFTFSNBYyO
It’s a harsh ‘verse out there in the black and someone’s gonna decide that they’'d
rather take your goods than pay you what you’re owed; when that happens, you’ll
want to know how to defend you and yours.

This chapter describes how health & combat are simulated within the Serenity LRP
game.

(Cinematic versus Realistic

The rules presented in this section provide a mechanism for players to operate on a
level playing field in protracted cinematic fights. This does mean that following the
rules to the letter results in some situations being somewhat unrealistic. To this end
Vitality and Body represent the maximum damage that can be taken and damage
calls represent the minimum damage that must be taken. Feel free to fall over at -4
Body from one pistol shot if you feel that it’s appropriate.

Similarly, weapon skills such as Melee [One-handed] are relaxed in informal
situations — such as a bar fight — in order for everyone to get stuck in, however
players should still remember their Build and overall combat skills in these situations.
A non-combatant who flips out and kills everyone without even thinking twice about
it is as unrealistic as a bullet to the face deflecting off Vitality.

Players should also consider being creative with their injuries to allow players with
medical skills to fully roleplay their character’s abilities.

Vita/iiy, Boc{y and Dﬂ/}vg

Vftalftg

All weapons have a damage call associated with them, be it called out loud in the
case of ranged weapons or unspoken in the case of melee weapons.

When in combat, attacks will first hit your Vitality - this represents the attack
somehow failing to adversely affect you. Maybe the shot missed, you rolled with the
impact or your bible/canteen got in the way. Each attack will remove one point of
Vitality regardless of how much damage it causes, so a pistol shot will remove as
much Vitality as a shotgun blast. If a damage call has a special call attached to it such
as Knockdown this effect is taken but the damage is still soaked on Vitality. Whilst
attacks are hitting Vitality you should roleplay avoiding the attacks, once you have
been reduced to zero Vitality you should roleplay being tired due to all the dodging
and evasive tactics you have had to employ.

If dramatically or logically appropriate then the damage from a weapon can bypass
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Vitality (e.g. a gun to the head) but this is up to the discretion of the player being
targeted and purely voluntary.

Body

Once Vitality has been reduced to zero, attacks start to remove Body points. Unlike
Vitality, Body points are removed at a rate of one for each level of damage caused by
the attack. A pistol doing Double damage removes two points of Body; a rifle doing
Triple damage removes three points of Body.

Whenever you take Body damage from a ranged weapon, you are being physically hit
by a bullet; the shock and force of the impact causes you to stop in your tracks and
stagger back as if you were hit with by a Knockback call. Note that if you are in partial
cover then you should drop back into full cover rather than stagger out into the
open.

As you take damage to the body you should roleplay being injured, generally choose
a location to have been hit and roleplay its effects. A leg shot may cause you to limp;
a shot to the arm may cause you to drop anything you are holding. It is up to you
how you roleplay your pain tolerance but characters with high Build will generally
handle being shot better than characters with low Build.

Points of Body provided by armour are always the first to be removed in combat
unless logically or dramatically appropriate.

Dying

Dying, or rather bleeding and such damage leading to death may occur when your
Body hits zero, at this point you have taken about as much as you safely can.
Additional damage will drop you into negatives.

If you are reduced to negative your level of Build you have suffered a Critical hit and
require the attention of a Surgeon in order to heal. The hit should be roleplayed; it
may take the form of a bullet in the stomach, a dislocated joint, broken arm or
whatever seems appropriate. A character who has suffered a Critical hit may not heal
lost Body until they have had the attention of a surgeon. E.g. a character with 2 Build
suffers a Critical hit when they reach -2 Body.

A character becomes unconscious once they have reached -4 and must stop taking
actions. Once at -4 the only way to be reduced to -5 (Dead) is to bleed or suffer a
Coup de Gras special call. No amount of normal shooting or stray shots will reduce
you further.

The effects of being in negatives and how medical skills can prevent them are
explained below.

Body Description

1, 2, 3... | Everything’s shiny.
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Body

Description

0 You have sustained about as much as you safely can.

-1 You must receive the attention of someone with the ‘First aid’ skill within
2 minutes or the bleeding will reduce you to -2.

-2 You must receive the attention of someone with the ‘First aid’ skill within
2 minutes or the bleeding will reduce you to -3.

-3 You must receive the attention of someone with the ‘First aid’ skill within
2 minutes or the bleeding will reduce you to -4.

-4 You are unconscious and must stop taking actions.
You must receive the attention of someone with the ‘Medicine’ skill
within 5 minutes or the bleeding will reduce you to -5.

-5 You are dead.

Rccovcry

Vitality refreshes at a rate of one per half hour’s un-stressful rest or activity.

Between zero and full Body; hits refresh at a rate of one per one hour’s un-stressful
activity. Whilst in negatives, Body hits refresh at a rate of one per hour’s rest and the
attention of someone with Medicine making regular check-ups. Characters who have
suffered a Critical hit will not refresh hits until they have undergone roleplayed
surgery from a character with Surgery.

Vitality and Body hits refresh simultaneously.

Statistic Refresh rate

Vitality

1 point per half hour’s rest or unstressful activity

Body (Zero — Full) 1 point per hour’s rest or unstressful activity

Body (Less than Zero) | 1 point per hour’s rest and medical attention

Doing Damagc

Ranged

Key concept

If you cannot see it then you cannot shoot it and vice versa. Effects of partial
concealment are covered later on under Cover.
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Damage Ca”s

To fire a weapon you simply point the gun at your intended target, count the warm-
up (see Warm-Up, below) and make the following call:

Target, Level Type

° Target A description, name or other method of identifying the intended
target, e.g. “Captain Reynolds”, “Brown coat” or “guy with the huge great
rocket-launcher thing”.

° Level The level of damage caused by the shot, e.g. Single, Double, Triple.

°  Type Special properties of the shot, such as Stun or Global; these are covered
in more detail under Damage Types. By default, this part of the call is
skipped.

Let’s take a look at an example...

Saffron has been up to her old tricks again and

unfortunately Captain Reynolds has managed to

aldzyotS Ayili2 (GK3PookcdSrySPd { I FFTNRBRY Aay
Mal poking his nose in and so decides to convince

him to leave with a rifle. She makes the call:

G/ F LIGF AYyDowe® y2f RA X

Here “Captain Reynolds” is the Target and “Double” is the Level of damage caused by
the rifle. It has no specific Type so this part of the call is omitted. Alternatively if
Saffron was shooting at someone she didn’t know she could use alternative
descriptors such as “Guy in the hat, Double.” It is best to avoid using out-of-character
names as descriptors unless you are sure none of the characters share the target’s
00C name.

In addition to the standard ranged combat call, some ranged weapons are capable of
making special calls; these are covered later in the chapter. To find out which
weapons may make special calls and how to initiate them, see the Armoury section.

Ranged combat calls must be clear and loud. The full call must be made in a combat
situation; if you are not making the full call then your shot is deemed inaccurate and
the target is not obliged to take the hit. In situations where the target is obvious or
both shooter and target are fully aware of what is going on then common sense can
be used for shot resolution.

If the target doesn’t hear the call or cannot make out the call then they are not
obliged to take the effect.

Ranged weapons do not have infinite ammo clips and must be reloaded after a given
number of shots; this number is covered in the Armoury section. Common sense
should dictate the amount of time required to reload a weapon.

The target and damage calls made when firing a ranged weapon represent the sound
of gunfire; if you hear the sound of people shouting damage calls then you are
assumed to hear the sound of gunfire from combat.

30



Pistols may be used in one hand and any larger weapons such as Rifles and Shotguns
must be used in two hands unless you have the Strong as an Ox merit.

Wa rm-up

Before making a damage call with a ranged weapon, the firer must spend three
seconds aiming at the target. This warm-up period can represent many things —
perhaps your character actually is aiming, perhaps you’re firing wildly and it takes
that long for a shot to hit, perhaps your gun’s so unwieldy it takes several seconds to
point it in the right direction. In any case, all shots must be preceded by a three-
second count — also, once you’ve taken your first shot, it takes you a further three
seconds aiming before you may take your second shot and so on.

Common sense prevails in this case; if you’re part of an ambush and have been
staring at your target for a while, waiting for the signal to attack, you don’t have to
wait a further three seconds after the signal before you can fire — you’re assumed to
have already “warmed-up”. The victim of the ambush, however, cannot return fire till
they have made their warm-up.

You must be able to see your target whilst you warm-up and you cannot be in full
cover. If anything disrupts your warm-up (such as taking Body damage) you must
begin the warm-up again.

Frojcctilc combat

Projectile weapons are similar to guns in that they are ranged weapons, be they fired
from a bow or thrown, however, all projectile weapons do a Single level of damage
on impact.

As all projectile weapons do the same damage there is no need to make a damage
call; the player who is hit should be aware of the damage they are required to take.

Grenades thrown using the Thrown skill explode upon impact causing a Triple Global
in addition to the Single level of damage should they impact against a person.

Mc|cc combat

All melee weapons do a Single level of damage.

As all melee weapons do a Single level of damage there is no need to make a damage
call; the player who is hit should be aware of the damage they are required to take. A
space of at least one second must be left between strikes to prevent ‘machine
gunning.

A sword is a melee weapon requiring grace and finesse rather than brute strength
and power. They are represented by LARP-safe rapiers and other such gentlemanly
weapons. As a result characters with the Sword skill may initiate duels. Duels ignore
Vitality and score hits directly on the Body, and both characters & players must
agree to a duel before it is initiated.

Two handed weapons allow you to call the Double damage type when in melee.
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Unarmcd combat

Unarmed combat is the most potentially dangerous of the combat styles in that it
involves physical contact between the players. All contact should be made with an
open palm and should be targeted at the upper arm of the target. Care should be
taken when using unarmed combat.

Upon contact the attacker may make the following calls dependent upon their skills
in unarmed combat. Unarmed combat effects do not cause damage to the target so
cannot be soaked on Vitality whereas Strike and Double Strike, as damage calls, may
be soaked as normal.

Unarmed combat damage is considered to be Stun damage and will cause the target
to fall unconscious if they are reduced to zero Body through unarmed combat.

Unarmed combat may never take a character below zero Body.

Call Effect

Throw Upon contact the target is thrown five paces away from the
unarmed combatant and must fall to the ground.

Strike Upon contact the target takes a single level of damage which may
be soaked on Vitality as normal.

Double Strike | Upon contact the target takes double damage which may be soaked
on Vitality as normal.

Grapple The target is grappled for 30 seconds - you may retain open-palmed
contact with the target for the 30 seconds and breaking contact
before 30 seconds has passed ends the grapple.

A grappled target may not make any action other than using the
Break unarmed combat call.

Break When grappled you may make the call Break at which point the
grapple is broken and the grappler must cease contact.

Disarm Upon contact the target must hand you whatever weapon or item is
in the arm contacted.

Cover

Cover may be used to prevent damage during ranged combat.

When running through dense cover (e.g. trees, barrels) or stationary behind a
covering but not concealing object (e.g. tree, barricade), half of the shots targeted at
the character miss. When under Covering Fire, Volley Fire or Spray Fire cover will still
produce the same effect, meaning that you take damage from every other call made.

Characters benefiting from cover in this way are referred to as being ‘In Cover!’

32




C ombat C a//5

Spccial Ca”s

Call

Description

Covering Fire

Single damage per call.

Covering Fire is in operation whilst the firer is making the repeated
damage call “Covering Fire, Covering Fire, Covering Fire...” Covering
Fire will hit all enemies (but not friends) forward of the firer and
lasts for five calls. It may be soaked on Vitality as normal. To avoid
the effects of Covering Fire you may position yourself out of sight - if
you can’t see it, you can’t shoot it.

The Covering Fire call may also be made by a group of five or more
characters using non-automatic weapons and pointing in the same
general direction.

Covering Fire does not require a three-second warm-up between
each call.

Suppressive Fire

Double damage per call.

Suppressive Fire is in operation whilst the firer is making the
repeated damage call “Suppressive Fire, Suppressive Fire,
Suppressive Fire...” Suppressive Fire will hit all characters forward of
the firer, be they friend or foe, and lasts for ten calls. It may be
soaked on Vitality as normal. To avoid the effects of Suppressive Fire
you may position yourself out of sight — if you can’t see it, you can’t
shoot it.

Note: Once you begin making the Suppressive Fire call you cannot
terminate the call until all ten calls have been made. It represents a
frantic hail of lead spewing from an automatic weapon.

Suppressive Fire does not require a three-second warm-up between
each call.

Coup de Gras

You may approach a character on -4 and call Coup de Gras to reduce
them to -5 instantly. You must make it obvious what you are doing
and the call must be loud and clear. You require a weapon or the
ability to make the Strike call to do this.

A Coup de Gras will not affect a character not on -4.
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Call Description
Bang The user is not proficient with the weapon they are firing or they do
not intend to hit anyone - they are either firing into the air to gain
attention or deliberately missing the target the gun is pointed
towards. Call “Bang! Bang! Bang!” You are not required to take any
damage or lose Vitality to a Bang call, but bear in mind that bullets
are still leaving the gun.
Boom The sound of a cap or pyrotechnic going off - represents an explosive
device detonating and a Triple Global effect centred on the origin.
Damagc Tchs
Call Description
Knockback The force of the blow is so great that a
damage call with the Knockback effect
that hits a target causes the target to
stagger backwards three paces. The
effect of a Knockback is taken even if the
damage of the blow is soaked on Vitality.
Knockdown The force of the blow is so great that a
damage call with the Knockdown effect
causes the target to fall to the ground
even if the damage is soaked on Vitality.
They may get back up and move again
immediately after falling.
Stun The blow does not pierce the skin but

rather affects the target’s nervous system
in some way. A stun effect that hits a
target’'s Body causes them to fall
unconscious for ten minutes (10 minutes)
if they are reduced to zero or below by
the blow. Merits and flaws such as Stun
Resistance and Stun Vulnerability count
for this effect.

Note: Whilst the stun effect of unarmed
combat is non-lethal, stun effects from
weapons carrying the Stun damage type
will still cause a character to fall into
negative Body.

34




Call Description

Global A damage call with the global type will
hit the target and anyone within five
feet.

This represents explosive or area of
effect weapons. To avoid the damage you
must throw yourself to the ground and
expend two Vitality.

Armoury

Characters are assumed to possess as many pistols, rifles, shotguns and assault
weapons as they can possibly want as they aren’t overly difficult to get hold of once
outside the Core. As a result there are no lammies for these weapons as the
presence of the phys-rep is assumed to mean the presence of the weapon. There is
therefore no need to remove phys-reps from players or crew, if you wish to disarm
someone lying on the ground inform them of your intent and they will conceal the
weapon and not use it until they have had time to roleplay retrieving a replacement
from somewhere.

The exception from this is heavy weapons which will require a Heavy Weapons
lammy in order to be usable, this lammy must be kept with the weapon, hidden in a
pocket or similar of the owner. If looting a heavy weapon, take the lammy and phys-
rep to a ref who will return the phys-rep to its owner and register your possession of
the item in character; you may not trade or use the lammy unless you possess an
adequate phys-rep.

Similarly ammunition for pistols, rifles and shotguns is easily accessible and so
characters are assumed to possess as much ammunition for these as they require.
Assault and Heavy weapons however are not as easy to provide ammo for, the ammo
clips for these are represented by ammo slips that must be destroyed once used.

Six-Shooter Damage | Double

Skill Pistols Reload Every six shots.

Special | None

Magazine-fed Pistol Damage | Double

Skill Pistols Reload Every ten shots.

Special | None

Stun Pistol Damage | Double Stun

skill Pistols Reload Classified
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Special

None

Damage

Triple

Skill Rifles/Shotguns Reload Every one, two, six, eight or
twenty shots dependent on
phys-rep.

Special | None

Damage | Triple

Skill Rifles/Shotguns Reload Every one or two shots
dependent on phys-rep.

Special | None

Damage | Triple
Skill Rifles/Shotguns Reload Every six shots.
Special | None

Skill

Damage

Triple

Assault Weapons Reload

Every 30 shots (1 clip).

Special

May expend half a clip of ammo to make the Covering Fire call.

Note: Half a clip is 15 bullets, not 14, 13 or less.

Skill

Damage | Triple Stun
Skill Rifles/Shotguns Reload Classified
Special | None

Damage | Quad

Heavy Weapons Reload

Every 60 shots (1 clip).

Special

Skill

May expend half a clip of ammo to make the Suppressive Fire call.

Damage

Classified

Heavy Weapons Reload

Every 5 shots (1 clip).

Special

May make Sniper shots.

Classified
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Skill Heavy Weapons Reload Every shot.
Special | Classified

Damage | Classified
Skill Heavy Weapons Reload Classified
Special | Classified

Damage | Classified
Skill Pistols Reload Classified
Special | Classified
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CHARACTER ADVANCEMENT

This chapter details the actions that a single character may take during the period of
downtime between two events, and the expenses incurred in running a ship.

Powntime

Returning players should note that this is a significant simplification of the v2.0
downtime system - most of the options (outside of straight skill progression) that
were previously available have now been removed.

Advanccmcnt

Characters can improve themselves during downtime in two ways:

e All characters receive a Virtuoso skill for each event they attend. This should
be selected from the list below.

e All characters have three months to spend on acquiring standard skills. The
time required to learn a skill is two months per skill point, plus one month if
you do not have a teacher. Thus, a 3-point untaught skill takes 7 months (3 x 2
+ 1) to learn. Any character that already has the skill may be your teacher.

Note that a character may only teach one skill to one person each downtime,
and this person/skill should be included in the teacher’s downtime
submission.

Slow Leamers

The Slow Learner flaw has been changed from v2.0; Slow Learners now take the
same amount of time to learn skills, but cannot be taught. Guess they just have to
learn the hard way...

E_xpcnscs

Ships cost money. Lots of money. Every downtime, you must pay for the upkeep of
your ship — if you don’t, you gain the Debt flaw. Don’t pay your debts and people
with guns will turn up. Simple as.

The cost of a ship is the typical crew size — for example, a Firefly has a typical crew
compliment of 5 — multiplied by 100 credits. Thus, the standard upkeep for a Firefly is
500 credits — remember, though, that 20- and 40-year-old ships cost 150% and 200%
more per downtime.

If you have a skilled Navigator onboard, the cost is reduced by 10%. Similarly, a
trained Mechanic reduces the cost by 10%. These bonuses stack, but you don’t get
extra bonuses for having multiple Navigators or Mechanic.

It is assumed that each crew member makes enough money by working in downtime
to cover their own upkeep.
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You must also pay 10% of the total value investments and debts that you currently
hold, whether or not the investments are allocated to ships or cargo.

The typical crew sizes for each ship class can be found in the v3.0 BLUE SUN INVESTMENT

PORTFOLIO.

Virtuoso skills

Once a character has entered play and seen the 'Verse they are on their way to
becoming a Big Damn Hero or Low-Down Scoundrel.

Virtuoso skills are intended to reflect how player characters are a cut above the rest;
as a result they may only be learnt during downtime.

You must possess the skills or requirements noted as pre-requisites in order to learn

a Virtuoso skill.

Skill

Prerequisite

Description

Sucker Punch Fist Fightin' Once per day you may call Triple Strike in
unarmed combat.
You may purchase this skill multiple times;
each purchase provides you with an
additional use per day.

The Kirk Fist Fightin' You may make the Knockdown call in

Manoeuvre unarmed combat.

Sinister Dexter Pistols You may use a pistol in each hand to make

(Tank and Sly)

the ranged call Triple Damage instead of
the standard Double Damage for a pistol.
This represents you using both pistols at
once so each pistol expends one (1) bullet
per call.

Contacts

Computer Literate

You are up on all the 'Verse’s latest news,
rumours and Cortex jokes.

Sense of Direction

Navigation

You have an innate sense of direction on
land as well as in the sky. A ref may be
consulted regarding your location and the
surrounding area.

Stronger Kung-Fu

Martial Arts

You gain an additional use per day of
Grapple and Break.

You may purchase this Virtuoso skill as
many times as you have points of Build and
the effects are cumulative.
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Skill

Prerequisite

Description

Pacifier Martial Arts You gain an additional use per day of
Disarm.
Iron Body Stun Resistance Once per day you may ignore the stun

effect of one call with the Stun damage
type.

Tend to the Flock

Faith Member

If a character is in negative Body and
therefore bleeding you may take up
position next to them and begin praying,
performing rituals and offering wisdom to
the injured party. If you do so their bleeding
count is paused for as long as you attend to
them, though it will continue as normal
once you stop.

Moment of Clarity

Faith Member

You have such clarity that you may ignore
the effects of pain as you take comfort in
your faith. When suffering grievous
wounds, extreme conditions, et cetera you
may roleplay being unfazed by the
experience.

Sly as a Fox Conceal You may conceal two small weapons (such
as daggers or pistols) or items about your
person rather than just one.

Whatever's to Open Lock Once per day you may open a lock without

Hand

having lock-picks or system-bypass tools.

Slippery Varmit

Escape Artist &
Martial Arts

You may use the Break unarmed combat
call as many times as you wish - the daily
limitation is removed.
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Skill

Prerequisite

Description

Lung Capacity

Tough

You have developed a considerable lung
capacity and can operate for long periods
whilst holding your breath. By roleplaying
holding your breath you may operate for
five minutes (5 minutes) without breathing;
this makes you immune to some Gas calls
and allows you to survive in areas where
others would suffocate.

If you undertake strenuous or stressful
activity whilst holding your breath then you
should shorten the time for which you may
hold your breath to represent the increased
use of oxygen. This is open to interpretation
though common sense.

Swashbuckler

Swords & Martial
Arts

You may use the Disarm call with a sword
rather than just unarmed combat; this
counts towards your daily use of Disarm.

Frontier Doc’

First Aid & Frontier
or Border world
background

You may use any available materials at hand
for your first-aid if a first-aid kit is not
available; suitable roleplay is required.

Snap out of it!

First Aid

You may wake someone from
unconsciousness caused by a Stun effect;
suitable roleplay is required.

Cortex Reaver

Cortexer

You take one less minute when hacking into
secured systems. Subtract one minute (1
minute) from the time shown on the
solution card.

Killer Ninja Cortex
Monkey

Cortexer

You take one less minute when performing
constructive cortex actions such as coding
systems. Subtract one minute (1 minute)
from the time shown on the solution card.

War Stories

Pilot

If another member of your crew is rendered
unconscious through combat then you may
pick up and use any weapon they were
carrying until the danger has passed, even if
you do not have the requisite skill. You may
only use the weapon’s basic call, not any
special abilities.
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Skill

Prerequisite

Description

High-G
Manoeuvres

Pilot

You have the high-G tolerance required for
combat manoeuvres in atmosphere and
space.

Cut the Red Wire!

Mechanic

Demolitions problems take you one (1) less
minute to solve. Subtract one minute (1
minute) from the time shown on the
solution card.

Electrician

Mechanic

Problems of an electronic nature take you
one (1) less minute to solve. Subtract one
minute (1 minute) from the time shown on
the solution card.

Grease Monkey

Mechanic

Problems of a mechanical nature take you
one (1) less minute to solve. Subtract one
minute (1 minute) from the time shown on
the solution card.

Armour-smith

Mechanic

You may attend to armour of any type in
order to allow it to refresh Body points, you
do not require the relevant armour use
skills to do this.

Ad-hoc Mechanics
Guild

Mechanic

When vyou assist another character in
resolving their Mechanic problem, the
solution takes one (1) minute less to
resolve. Subtract one (1) minute from the
time shown on the card. This stacks with
other Mechanic Seasoned/Virtuoso skills.

Flat-liner

Medicine

If you reach a patient within five minutes
(six minutes for characters with the
Tenacious merit) of them reaching minus
five (-5) Body then you may return them to
minus four (-4) with suitable roleplay. This
will effectively return a character from the
dead.

Any character restored in this way gains the
Permanent Injury flaw.
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Skill

Prerequisite

Description

Nursing

Medicine

Patients in your care recover lost body at
twice the normal speed; you must roleplay
regularly attending to their needs.

Note: Adoct2 ND& o6l 3 Aa NBJ
this skill.

Anaesthetist

Medicine

By aiding a surgeon you reduce the time by
two (2) minutes per card of any Surgery
undertaken. You must roleplay monitoring
the patient’s vital signs and administering
anaesthetic.

Field Surgery

Surgery

With five minutes (5 minutes) roleplayed
rapid surgery you may stabilise a character
on -4 Body and return them to
consciousness. All other rules regarding
being on -4 still apply; they are still on -4,
still have a critical hit and will require
surgery in order to heal.

Gifted Surgeon

Surgery

You reduce the time required by one
minute (1 minute) per card of any surgery
you undertake.

Card Shark 2 Sophistication You begin each game with additional credits
due to your skilled gambling; however, you
may be unlucky and actually lose money.

Quickdraw Pistols You don’t need to count a three-second

warm-up for your first shot in any combat;
however, you must count warm-up for any
subsequent shots.
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OOC INFORMATION

Refs

During daylight hours refs will wear low visibility tabards or armbands, at night refs
may switch to reflective high visibility jackets in order to distinguish themselves in
low visibility areas.

]C dead Pcoplc

Anyone with their finger in the air is invisible and cannot be seen. This is for use by
the crew in order to deploy into areas they cannot access without being seen or to
remove themselves from an area after being killed in combat.

OOC calls

The following calls are out of character information calls used for safety or
organisational purposes.

Man down

Shouted when someone is injured OOC. When you hear this call stop roleplaying
immediately and remain stationary until instructed otherwise. Make sure the nearest
ref and any other players have also heard the call by taking up the call yourself.

Time stop

Stop roleplaying, this call is used to pause the game in order to avoid accidents or
dangerous situations.

Timein
Begin/resume roleplaying.

T ime out

Roleplaying has ceased for the day/weekend/event. Of course this doesn’t stop you
continuing to roleplay, it just means that everything is unofficial from now on.
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